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using UnityEngine;

using System.Collections;
public class TankPatrolState : StateMachineBehaviour ({

//OnStateEnter is called when a transition starts and the state
machine starts to evaluate this state

//override public void OnStateEnter (Animator animator,
AnimatorStatelnfo statelInfo, int layerIndex) |{

/'l

/]

//0nStateUpdate is called on each Update frame between
OnStateEnter and OnStateExit callbacks
//override public void OnStateUpdate (Animator animator,

AnimatorStateInfo stateInfo, int layerIndex) {

//
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//OnStateExit is called when a transition ends and the state
machine finishes evaluating this state
//override public void OnStateExit (Animator animator,

AnimatorStateInfo statelInfo, int layerIndex) ({
!/
s

//0nStateMove is called right after Animator.OnAnimatorMove ().
Code that processes and affects root motion should be implemented here
//override public wvoid OnStateMove (Animator animator,
AnimatorStateInfo statelInfo, int layerIndex) ({
//
/)

//OnStatelK is called right after Animator.OnAnimatorIK (). Code
that sets up animation IK (inverse kinematics) should be implemented

here.

//override public wvoid OnStatelK(Animator animator,
AnimatorStatelInfo statelnfo, int layerIndex) ({

//

/1)
}
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Q  S5F AR TR R IR CE (SF DA LK. 5 B0 5 A 1 BE B ) .
s TSCIAU T Bt . WAL TE LR 5 T 348, FSM & FH T3 xR IF & i #5 o 11 4
S ALERSC. XTit, (B RE iffelse 15 7) 5 switch i54), BJAICH FSM. 1n B IF 44
BrEcEl & SRS, WHESHSBEENES. 5 2 =40 FSM & 87
2 AR T8 .

1.6 BT FTARNATEFEYZ

A TIRE AT ATHBREAE, TANRFESHBELEM. FE., X, HEL
HALEREAT B BUTEEMENEY, R ERRBT RS, 55 0L
BRI o R, SRSV A BEREAR LG, AR ST U A ek o i



R AR AT BYEGH EiA v 5

BEE, BRI E., EE. EAR. ERAMMCE, UREAYSRETZER

MRIMEEEE.
FERE 1.2 TR, 4T e Gt 0 ET I i AT Oy iR R AR, T v BRI SR A A

2K (R T2 3R

1.2

BB, . FEULRAMMBRE AT AR . KT, AR NELER T,
BENRRA MR T E. S8, EPHASTRACEN TR IEFHERT
AR AR BIAER 73 Al il Sy O B AT AR, B IR 2R
4R

AT LB R, 8 A A A0 00 HoAh R R G0 AT R, TG EH AR 4D
A CEFEGR . FERAK)  BELTLLRSFMNMERS, FlwdEchmiLEEA.
M. FEWNEREIE RS

1.7 3% & 3 ¥%

ABE R, AL A 6 B2 1E I xR 37 35 b 42 K F0eg L nl B e B 4R AT k. piltn, 7F 3
FRBFRF, Al TG RIELRE LTI £ RTS W&, oA 5§ 847 2 5 5%
R K HAIERALE, Il Bk R

N DR ERERFE, XM REEGE BARALE, RINTR T A %A,
R R LR, HEBRIRFYIN AERE. EREETPHELSITRY, B4&BREY
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i A RRENR, HEF KRG IR XK.
AFHN AR IFHEANSHTIE, HETRe A*F RS, MEEJE#ZE Unity
B FATMEE (NavMesh) FFfE.

1.71 A*FH

AHE R, WAk P HIEUOT M B AWHEIZEDUE , B0 7 PR R RS M) I B A R E A
fitm, ERTIH) RTS BEARS, AIEE—AFR R I Sdr B AR, sRath 8O A
DA AT M. PSS, 1RO I BRI RIE HAn L B, A SRS
VR AR . AR, BT A G E R RS RE . BAE R RS R, BRAS
PR KA. Blan, 2375 4 BACKE Rk L ik, i i T B A S S A U R A A AT
PERRE . ISP A*FIAMIMEREMAETYE, ZBEAT A Tk . RS A AT E
R EMN A AT E N B, HERE LA —BRE, Kok BEilid H s E .
R, RBEFFHGAE, H IR R BE L B, WA 1.3 fros.

1.3

AT A 25 B A — KB, T SX BT 24, 5] o e As 4 6 67 1
XUC, R E R ABUMN R IT, Rl R R kA . o, #pay
RARNZTIR, BIMANATR =M. FF PR 20 B wT 8 & X 4, X
ERAE AL PR — DBV EERP IR, B 1.4 RA 2D W% B 51 3 7 Ho &

S EEE - RN RN G, T RBREREIFIIABRCE, BitES
IR IR WE A TN RO GRS 518 @i, 3 TG EE a4 58I
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(e, B 1.5 Fias. 5 4 550 6F b n DA ] ZE 441 .

E 1.4

A*SE R — R N EEF TR E 7%, Unity tHIE4E T A BRI, B0
3z FARE, LAK NavMesh E&XF R, 2 4 FRF M. BiRER A*HiE
g Unity A B ) NavMesh 5%, BAEEED SR E MR RFZHMEX, DM TR
HEE A SRR AMERNE. Fit, £ r@eRr A B TR s ELE TR
S TH] KF X NavMesh 0 LL4T4H .

1.7.2 [ER MBS

1.7.1 TR EANE T A*HiE, A ET NavMesh T M HENERTE. &
BEYEENZ, N VREHEN T ERMERNRERE (RN REEESY) , £ A*RIE
KRR MR A S KRR, Bk, ATHREBREREEHN Al fIaRE
RETTE, "TRHBOGENTN, HEMS A NS BZE#E) AL fits. B 1.6 FaH
7 3NER A

THME S R B B i, JEERBEHER Y S RE BARK . B TEE. Sl
RBCRITHRER, RMZEHRFH TEAFE®. REMNL, BESEKRAE T H
. i, G EEF M E RS, RS N TFHEMEST N, &
BRXREEMSS, WE 1.7 .
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% 1.6 & 1.7
PRBE A S E AR 8 SRk E Al e ST — RVIMELiZsh, £E 1.7
1, Al At REfEI IR L S R AN . XTitk, Al A2l % Lim»ﬁ:ﬂfuﬂ»’l*
N HAROLE, LA S i PH 2E . 'i|1ﬁ1$f=u*€ﬁﬁ‘~?+'-”-‘-’-‘fwi B 42 52 30 9 B I AR A

T & R LS, M akR eiEAE RS v E R, RE S
< 8] % FH ¥ 280 BLE R . ['["iﬂ’H-E’ﬁl:llﬁ'ﬂﬁ%hfiT*Jfl'f"rTr.JaI_'f{n'_.i%lii:u?%fﬂkﬁ?.uﬁﬂ's i i X
mf? N A 4. Hik, 3 A ‘i"—f?tﬂﬁ.ifii"i‘t-.’fii KEHAITIHR, TEEH

1) KB BB A, mﬂwiu JJH S H A T

NavMesh & 1 —fEELES M, FFa] HT ?ﬁfﬂljﬂ] N, 1255 1E T 8 0 M g
o g s 2L, W 1.8 Pk,

4 1.8



| E AR AL A A kA + Q.

SRR ik ER Al SETHEHMEXE. S5BARGMEL, FHM
BMEMASETTAERSHEHXHER. BTETHRT Al B THNZEXER, H
il 24t VBT SNBSS —MUER, ATHMARA AT SEARER E— M
e, BAATE, AEM Al LGS TARKEE, PRt #EMZIE. 34
— R SR O, AT RATAEYEL AL IR ERST R, SEPRBUR AT e A
A, MFIX AR, SFAURE AT A KR AR [E .

R —I7 5 R AR 5 AR R T AL PR LA B PR A ' k. 1E v R A1,
Unity 3.5 PN E T SHMNEAEREE, 8 Unity 5 PARPRBIBHE TIX—HMEF. 5 4
& ¥ 111 Unity NavMesh £ RPN A, FFiE—P @A ZE T Unity 5 B0 =

1.8 ## % 7 %

KEAEKARET NLHIEE. MBRERFTH, PSR, alER. 5
PMATAMLLE, XRERFEEREMNLZE. K. T SBERT PR IEX R
5t BOPIMSL K 132 ) A Bl AT R FESh B Im oK BRI Al W R e S A
P fel B 2 — ) L AT RE RN, BR T EF X RS E A 2RV SRS B AR AR

Rfehit, Xt FATERBBEEPMPIARE, FIFETR RN SEARBEAT &84, 1T
R EAE N E AR RET RS BRI RO 7= A0 R A #9472 T 1A B i
L RBSERIAT ORI AT, BET R AR SR R EEHLEE -

1.9 1 A #

1T M NE R DL AT E X R 2 Ja B R 32 A E 8, HF7E AAA Uk 2215 80 &
ifr, plm Ot=w) A (RT) - ATRAERZH T FSM HLE], FE3RO0E T &5,
A EEIT AT, AR KPR A SCRE R 4. R, BT FSM 7E )58
fER R —E ) RiEYE, HWERXEANTRE, FifoflsemmsiigE. e
i ZIMAZ RS, ERRKENEHRUSRELH TR, FLAREEEETR, KM
KL — a4 R A 5 iR AL B KR [a] B, X B A AT R A= AR TR A

TAMBRANY AE, HFELERGH T FUAR, Kb, 5 HEBRERY A,
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A R B ARE . ZEHEUTRERE W, 17 90 19 22 PR iy 2K .
TN EATERZRNEST S, HEEZ T, £ FSM H1, WREMRR KN FE T

., N, FEZWMAEMPIES, Hlin Sequence. Selector £l Parallel Decorator. R

Er L A IhRE LB M, HMERIX — B SHRET N FEMERRE . T Rk

FURE 2 B2 HUES, WE 1.9 Fias.
| g |

mFATHEA?

I&éﬁ%&ﬁﬁam? &)

& 1.9

T X S 01T 9 E EE Selector 5% . fEE 1.10 1, Selector 1 558 it [5] 72 Fn
Al 5 ®~. HA, Selector %M H A EZAMIMFFitH SN T4, 5%, Selector it
Wik, R Attack 1551 [A] e EhFR IR, T Selector £ 45 41AT 56 B8 3% [A] & A2 £
W CIRAFERLT ) o« R Attack {E55 R, N Selector #4221k Chase %5 . 5
Chase {EF LR, W o4k8EZ2A Patrol f£55. B 1.10 &R T ZM B SRR L .

A 1.10
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R T AR RS2 . B 1.11 &5 7 Sequence £ HERNA, K
FEAEHAEFHLMERER. B4, Selector i # T 5 —4> Sequence #1{E (action ).
Sequence B [ & TAE 45 B 2 M Bt 5 M 2 B 6L T B E B A - 3 12 0UE 55 Bk
17, B b B F—AES%S, PEERFMAE. & Avack (EF DR E, W45
FE B85 8] BRI A, Selector ¥ LLMHTIT A& 2, HA LT HAth Sequence 1E
% . HALER AT S LR, Sequence ENEH A AT Attack 155, H M Selector 1
KRB TERRE . BiJG, Selector Bk F 4 a1 5 H T —T(ES, B “Lost or Killed

l:? ¥

Player

& 1.11

Parallel {E 95 #1 Decorator | & At BN & WA . HA, Parallel 4E55 [F] i
A3 4= 3375 51, 1M Sequence Fl Selector 1 %AW /&% — Ab B H 715 fi{F£ 55 . Decorator
W2 FA—MIESER, FTRHEES FHRAESHITA, AFERBETH 3 5E
F UL SO T IREFE R . 3 6 TR T8 Unity PEARAT AR ARSI R.

1.10 A2 # ¥ %

fEMmEL, EMZHEAN 7 —RKIEUER, MiE xsit. AR, 775%HER
WEFHEFE DA AT T A B B SR,

TSR 2 — AFR G ok 2tk b (07— e (g AR R, 36 DL HE R % —
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EEME. BRRXAARREISAT AR, L0 EENREEHE “NBE x. y
B z RA? 7 “ HRTIESS IR true BY false? ” iX—S(a Bl . 7 Gh/DBURIE 4R A9 SCREF
(AT i e E A W bk e R A . i, SJHEEOFARERE LIEE, 47
ER/EPMEE . 2R, ORI ZATRIRSEREE — 2P A8, W R\[EAFENIITN
R Bl HERERKEE, AlH “BC” BEEE FEBZ MG RIE;
Bl A P R R AR R W B M AE T 18 LLAFS s Bl 1E B0 Bo 2l 758 0 A W B oK 1 [ 2
BAFERME A . 28 ERTIR, Al AT AR A ®, 8FER/FERENEL R
a0, e A A6 R S T B T Y W) A

.11 &K F ) 4

Bk Al MERBE X LR ATBEE TARM T M. EARE S EF AT BF 7 2 6l 57
BSEHE A e, ETuESE R e, HAGFERIEMREIE RS, R Al MES
PR B2 R 241 T ocvE NPC AN =0, DM HMEXN T s A WaetE. & Al
FIE ARSI EA MR F, B U AL .

AE B EVHL TR ZMHMARE AL AR, #lin FSM. &K 38 fli A &5 .
FET N, BEHRET N, Al FEEEE. SANE . 17 R FER 2 .

JGEEENTR UG EIRBE SRR P BN AR, AR AR AL . B 2
SCHLFSM, KBk ERXMN R, REFEME, KHERRPENHG R




£ 28 BHIRWKSH

A 4% 6 FSM A B S8 3 AR 10 B2 R AT B R 5 O 18 G e 7E 74 B2 9 Unity 37
W SEELAE BRORAENL. Wik, AZEAIR - AEOTHE A A, U GRS
HPH&TE4. ZmMAEE IR

Q Hf# Unity F HPIREVLHO T EE

O GRS .

Q  EE R R

Unity 5 5| A\ T HBRRENAT A, HTHN Mecanim B (Unity 4.x WA J& #5]
AN) RE—BRY . R, PRSI IEFIERELR, FEHFFHZX K
BRI PR SE B TREH) AL R4

FEPFAR S, Brx nl il H X R, Wy E M aEd 4 MR ES R ES.
—HIixE A REE G, 8O AGMIFGRETIEZR. (L THREEA, BT
i g 50 E AR R A . XA SR BB A R Y U Uik BE R T AT DL FSM.

2.1 FSM f A

A AT FEDHE FSM H LA SRk H B Al &%, (HRGZEfR AR, FSM T
i b SR R DL R A W IR R v p . SEPR B, Unity S I R E N T
Mecanim /] #] 3 4t 1 .

EHEEET, RITERZHEFYHETZMRE. EEF T, R
B R0 FOSE Bt p ] s P DAL, X — SR T FSM . @i W e &1, i
LR TR RET, G, FARSRERLETLTE? A, (THRe R T
AR, BT RECRHRES. R EN L2203, PRt FARFRE, #)
WK AT A2 IR A WEMRE. BRUTFEF RIS E FSM, B8 0] il 2 RS2,
T HHlaAe, MERMEKSEAFERSE L, WE 2.1 k.
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2.1

BB BB AL EMENE, EXE -NZINaT 85— RENZ FSM [
—ANEBERFE, XRR, MORSEOFESRGAEE T 2RO, TSl “ UKz
MK ” X—RUR. B, EEMRATEEZEZA FSM, KIAMEEHRENIT N, H
REFREATEETHIRREN. FIHREI, RELZTLHBE (BBEE) 4

2.2 A BAAREWATH

MEEE RSN X—BEG T, TSR ELITRE.

fE Unity 5.0.0f4 fRA&h, REVMEE FahmHEg. REmlk, REVNKRAES
AR RGN, HEWLBRPHAWEEANE. MBREEFIHCAESIHT
Animator ZH {4 8¢ AnimationController %{#% €0, K H AL A 8 sC B A 5B wT . 4
{5 Unity 7£ 3 )5 86 WUAS TP i o oX — o) /@, {ELXT B2 (948 & R R A AT (T 28 1k

N R AE Unity RGBT H .

2.2.1 5 pX AnimationController & &

AnimationController WL &N Unity ) —FBTIEEAY, F T 4b BRI
o PR L, ZBEAAMN FSM, HEIIGEEA LTk, A9 F Eitig K ohaemi 4
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[f) FSM #6845 X B, Bhim$%hl 88 vl @it Assets BT LERR, W 2.2 s,

File Edit Assets | GameObject Component Window Help
; m ] Folder

Open Javascript
Delete

',.._L'

Shader

Import New Asset...
Impert Package -
Export Package...

Find References In Scene

Select Dependencies

Refresh Ctr+R
Reimport
Reimport All

Run AP| Updater...

2,2

YehEER SRS, BHIATHHMEE CH LS, it HaL N
TankFsm. S5HAMMBFFEBHARE, LEHF 7ThEZEHRE, BREGEHEEHATRE.
HERAET, shEEfSEABSMNED. AP ERREGEH PR B %A T Open I
#TIF Animator & [, ZX#FH7E Windows SEH 3T IFE 0, wE 2.3 fisx.

BN b4k B A 4R i Animator® 3F Animation, —F B A A REHE 0 fod i,
EREE R Z AT, Nl ek Bk & & o melitid.
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B 2.3

2.2.2 Layers Iin#A Parameters Il

B 88 3, Layers W e[ {74 A A BPRENE , R AT 0 & BT A @A,
HFEE THNMAMERIEMR. BERAFESZEA K, Bk IHFAR4T 806 % miR
il 2 vt ie, (HiEE AT E LA BT 7 . X T Layers EHOXT R, Wk 2.4
Fir 7

FRTBRIN AT P .

Q Addlayer: ZILHIES R T HOERFBE.

O Layer list: R Az EIEHIRAKMLITE. AATAHHFERE—E, i#E

WK JZE LA st 4T o HES .
U Layer settings: #0471 20 & 7 53 HEFH K& H .
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; _ ®$ Animator
I:L'I?.r’ 1]'%‘-' Ty R 1 o 0 Bl "

R L e A n e

~— Base Layer

24

74k, Parameters [ 4R 55 2h 8 % 6 2% N R FA R kb, SEERIHEER
A a) FE et AR B, JRaE I AT LAY e, RS . X BFE 4
2% float . int BY. bool BY LA trigger Y. {E RN CHES PHEAEER, M5
aOX AT 3 MBI E R T, 1 trigger W 5 3hm 6| G, EEANEH S Y fid
KAGRAE. A, trigger Ty B 2 finh AWK 45 18] 5 #1772 .

i 2.5 277 T Parameters M H I HFDICE.

e

” Animatur

HPMHRANBFRFELLT T,

Q  Search: A TREMESE. Wik, M EHMABR, MEKIREER
LR
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O Add parameter: ZfEHL VT EHMPFISE . 20 A ZILHIN, 205k £ AH B I 2 5L
RH,
O Parameter list: RREMMSHIIER. EiL, TREHNIGETESE. A,
HpdndidEREEd S EHHF. XA —FMALA T, BEASX
Th e Ve 7 A AT ] 5 i o
e, P Enl B iR B B R, FFERE Layers Fil Parameters [HI R . 293 F T HRUET
] i Layers FHisEHL, %+ Create New Layer, FH-I@¥E, W 2.6 fras.

ﬂ Animatar

Base Layer

New Layer
Create New Layer

2.6
2.2.3 #EEHERS

AmEG EEAAS Unity P — BRI BEEFSRAF . 5 I EE & 0T k) 35785 25
AAfF, MshEFEREE®FTEE T 14N Add Behaviour HJ4%4, FF0] @3 mA
StateMachineBehaviour, Xt 2P FEF R Z BT EEZR . Bk 4, zhE 6 6
B AR X kA . FIRS. HHBEMERFEIMLER, X—A 51 T ik
i AT RS A R A A A B

224 TAHBEZK

WRAEVAT ANAZE Unity 5 FRIFHEBES. WS FilF, RERATEAE T Mecanim
MR SLH s, (HEMNEES RE G#TAHE, P LT RER AN, HikflR
i T2 F#W . Unity 5 i 5] N “478 (Behavior) 7 iX—#E2%f 240t 7 iR o iy
R, BT ANEIREABEH WK FSM iZ .

WL RM AT, EETRIAN “TA” 5 MonoBehaviour & %, {H = #{{fE1E
SV RER. PR b, 17 MU E ScriptableObject, i3 MonoBehaviour, HEAYAE % J&
WAAE, HMEEETHES, SIERNHERMNE GameObject 1.
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2.25 HMRE—TRES

Unity €30 %6284 m T 2 1B0ARE, 835 New State, Any State. Entry
fl Exit. FHICERIEEAE:

Q A/arimat st RoRAS, SEMEZE O N SICRA FER; [, R
HHE B Em AP TR E, X RERTES.

QO EH4 N New State PR, @i A i bR H 7 Delete M, Bl 1% Delete

QO M4EH T Any State R&E G, H AR LERHEMER, X T Entry REH
. X—IREEzE ISP AT sEk, SRR NH T, W
Bl 2.7 Fras.

e R T e T AR 1-_.:.-::' ..-._:'r'."i.': |
*2 Animator L e L S AT RS R ]
| a4 | Baselayer o i ot e, e el £ Auto Live Uink |

State Machines/StataMachine2.controller

& 2.7

YA R EANVIRA R, W] g AR 3T B f5 3£ 3 Create State, X AT £ Sk 0.
2HT, AT ERE Empty 50 . HAh P52 (From Selected Clip i1 From New Blend
Tree) HH AT HF0WH .

2.2.6 K758 A%

A E E SCRASR, Al F B — Ak EH S Entry JRE, JE 2 AR . Unity
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BERIIRESEEMERE A, UXHTFHRARES. SANUFE RSN, ZREREHE
EBCARRINIRE, HEZNEERE Enry RE. MM, BdAEHZRES, HTHE
#i5 Set as Layer Default State, &0 SEHLA LA XMBRIRERER. BEfE, AR
EBEANERE, Entry REHG B ST ERE. Ko, EEG LRRAEEERE
o, X HEBRBBM A XME YL C ] . AT, Entry AR ZBNIRE 6] 0 #5228
MEBERF, BT R AR, B AR 5 A T & T

Hl A EHIRET A, T B J5 & #F Make Transition, B[ o] 58 A T 5 2 AEAR A5 (0]
WP XRBERERSMBERT LM E#R. HiEs T BFRERE, RS
e AR SRR, WEEERZ, H P N F it 47 EE M. ik, s
B Unity Ja SERASCFRFLINDIRE. JarH A alEd W F o AR . EF 2%
It LM BR, 9T bl S a5 N T 05 =0 DA () 5 4

2.3 AEIRKE AR

FTHABECEG RSB 65 H .

EIH X -Jer, nrxtstiEmsirad, UEREHEER. i, ERENE
T % N StateMachines H] e, ABEREFARFEQ L HREE, NimikE s
SE 2R 1F 6 2 Y B R 6L RN B A 3 B2 R N U .

24 AmEFEEINE

TR A BT IR SO e N G 8 sh i #E  8% ., BUARE EnemyFsm 8987 3 7R A HL.

ZRSHIRF RSN w i B A S E, WATHrid, E4a1a04, 07 f el k4T,
1B I M o . Y4 W BAREVUE, 7T 2 EnemyFsm % 5 4 337 7F Animator & 1.

FEREIE 3 M 2RE, A8ES LN ER AR AHERE, #0584 4
A Patrol. Chase A1 Shoot. fFf|@Ffdr 4 E )G, MEHER T T ERMOBRIIKRA. X4
I, XRHR RS B9 B R Ay 20 T 2RI, 2480 75 B4 Patrol R A % B HEIARE,
Al T AT B i i AR &S FF I HX Set as Layer Default State. Pfif5, 2R NS E, 5
Entry IRARIE#E .
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2.4.1 EBEIEm;R

b AR ZS (8] (A 1), o A 75 B o) 5 R E A T RE B P TR . 2 0 . A ) S 52
f&, T R i R R ) Nk, DL IR RS B R IR SO T TR 3
i E E SR E X — R ER R, AN [E] R RS R R AL B U 5 A A
o . O T B R i, AR R e 1S R R T A, P aESELL
N5 [l .

Q Patrol IRAE: MiZRETHMEBIBERS . XL, 776 H R 6E& 7R
HAPRE CGEFEEME) - Flin, SAEREERAIFEIIK? &, WiEA
F—AEER, B/, §OFHE %A TR E .

0 Chase KA&: BIEZRE, TRHERMEXEGMTHEA, HRFEHER
. WRLTHHERA, WEAHTEFENE: SR HERTHRELLZH,
) & 7 1 T R[] 8 AR S

Q Shoot tKA: FIFE, A5 oh AR 28 J0 BB e AT kil , 3 1y ok o A B EAT 1B & .

R 7 B T T T 3 AT A R B . B PR, JORSE A 2.8

FfF 71 o
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FEHREOLE, WANBRREDRRTHP, BEARMWREILK IR AT fT5
mi . A SRR Oy N E YA, AL A B L b AT BRER
ZFi, MpCRECHETTE, THERYHBRTFHEKTA.

242 KIIRE

HAl, #HERECLTHR T FSM FRERMEZEERE, AT HELEH.
B Al ik B Patrol K& . TEE RGP, E#E o F B 4ric N Add Behaviour B %4 ,
By iz B PR S R, X — S R AR T 2 ) Component $£ 81+ - AHAL. W

HI R, Z 3R 2k O FPRE VLT R .
bt & PT 5 1% 4T A 448 TankPatrolState, XK 7E SCHFR AN A2 ki [F] 42 HOBIAS,  FF6

HggE ZRal@rRED . BdmBE w0, =3 X &A% 0 B4 42 5K B0 w6 i 4
A#ITER. MMABFW TR

using UnityEngine;

using System.Collections;
public class TankPatrolState : StateMachineBehaviour |

//OnStateEnter is called when a transition starts and the state
machine starts to evaluate this state

//override public void OnStateEnter (Animator animator,
AnimatorStateInfo statelInfo, int layerIndex) {

/A

/1)

//0nStateUpdate is called on each Update frame between

//0OnStateEnter and OnStateExit callbacks

//override public wvoid OnStateUpdate (Animator animator,
AnimatorStateInfo statelInfo, int layerIndex) {

//

/7}

//OnStateExit is called when a transition ends and the state

machine finishes evaluating this state



P2 AHERREN « 23

//override public void OnStateExit (Animator animator,
AnimatorStateInfo stateInfo, int layerIndex) {

[/

/1)

//OnStateMove is called right after Animator.OnAnimatorMove ().
Code that processes and affects root motion should be implemented here

//override public void OnStateMove (Animator animator,
AnimatorStateInfo statelInfo, int layerIndex) {

4

//}

//OnStatelIK is called right after Animator.OnAnimatorIK(). Code
that sets up animation IK (inverse kinematics) should be implemented
here.

//override public veoid OnStatelK(Animator animator,
AnimatorStateInfo stateInfo, int layerIndex) {

/7

/1)

}

&7~ : %4 17 Flhttp://www.packtpub.com T A& 45 &4 = 6| X85, # sf, ik & T 7 9]

http://www.packtpub.com/support, 2 7 #t 5 ] il it & - df 44 5 X 3K Fudn £ L4,
Unity AH P AR LR X, HESTESHETFER. ShE, FERARIMGE T

PRFR M IX — KM E. KlF MonoBehaviour F5E LI Z A K%, Yul @ EE
ZHET R, EEALTHREEEME N, REmuefres s mel@HEE ., 8
RSPt ¥ SRRV R EZ R, FEathes THERANS. Hd, EF L
K1t OnStateIK 11 OnStateMove /7%, —&HFZ /R NEME S, K a] A H -F UL Bk
HARAFE LA

EREERES, HAXAELTE:

Q BEBITHIFHENFERERT, OnStateEnter ¥ # 1 H .

O £ MonoBehaviors ##7J5, OnStateUpdate 7 & Ml /3 % i FH .
QO REFHBREGHKES, OnStateExit #5518 .

WHTFTE, THFHEMRESFhEEL, BHA4A7RBAEH:
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O 1 IK &% ¥ 52 818 A OnStatelK, %45 5shE DL EHFEREMEE <.

O OnStateMove T Avatar 254, Z4H#H TREsIH.
B AFEEFEMEEGSRENREEEE FRARATZETIHZ2H, W TFHR:

0 zhES¥EF Nz E BG5S H, BagshmEEn e OREN. 51 #HIFK,
FH P BT SR H 0 i 42 ] 2% b 3 ARoet R S| A, 3 w) 3R15 5 40 E B0 H At 44 -
EfZ—TF, REVATRIUENRREEE, BAXFET RS Hik, mE
77 AR RAGZ AT AR5 H, BlnsE—4T.

Q FERSESRME T SHITREHXNEE, ZNHEREPTIHERERE
B, EIRMHERFFHTRKKIE-.

Q &G, BERIEFSA-ANELR, RRAWREMTREN OB —Z. K,
HHERTRRNAN 0, HEFEEH ARG,

2, HEXRECLER NRSIITANEELE S, FHKKEERRAMF. £

KIRFEREBXATRNZAE, EFREZREY, FHERMFELES T AR RRE

1. WEFH

MO HEFEA RAE T HEEFM, HFLAESEHREH . R SLFRSE R T4 & I
T ee itk 17 K 5

T & 5% %2 Patrol IRA& . A T AEECH H AT R M Patrol ARAEF: £ Shoot RS,
mEMNSTACESRxEXZEMES, ZEVTELFSEHE#THAE. Hik, F
Parameters [I#H, AJ@IN—NF ffl, 4 H @y 4 A4 distanceFromPlayer. [ 4F,
b A] A Mz Z 0K W2 Bk Chase KA.

Shoot JRA M1 Chase IR ZEAH KM, I EFA . bk, a8 R
FER AT HIW, HMEERRX RGN TMLN. T Boolean %, L& )5w]
¥ Ho iy 44 9 isPlayerVisible, BhAbnldg H Z)ik i, PA#E AT False IRA.

AT, ANE R ROERES N B G SN R ATRAE . ek, A R —
3%, BERBEREYATHERMEXCMEERE, UAESENEEMEMHESE, @i
PIRINEA R R @M ARRS, o) f i o+ B bs, Wil 2.9 Ak,

TR E — A PR S e,

Q Patrol IRZE ¥ ## 4 Chase K%

» distanceFromPlayer < 5.

» 1sPlayerVisible == true.
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[FF S —

2.9
RAREGRWMAE 2.10 Bras.

2.10

BT EE AN MALE) & i 3 —#4, [Aifi Chase IRZ&ZE Patrol R4 H]
P BN 8 . Tt 5] B ) i B e AR N PR A 261 W) 35 B9 B T PR A ) B e i
B true. HEAFERMIFKESMTOEZI, RMLZ . FiEHE, HMR
SRS BN, A EEE RS — N EiEs: . MM, 774 F Chase
WA, HEM— T8 M Patrol AR FH#. SR, BER(REFHH TR EHR.
PRUCZ Sh, HBEBRERFTERT 206k (MIER—FFk) , HMRBET AR M
FAEZ AN . EAE R PR AR &M &0, WFFix:

O  Chase RRAE¥#E Patrol thRE (A) .

»  distanceFromPlayer > 5.

Q Chase JREFHE Patrol }RE (B) .
» 1sPlayerVisible == false.
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QO Chase IRE#H# 5 Shoot IR -
» distanceFromPlayer < 3.
» isPlayerVisible == true.
Q Shoot JREHF# % Chase R -
» distanceFromPlayer > 3.
» distanceFromPlayer < 5.
» isPlayerVisible == true.
Q  Shoot IRAEHHZE Patrol JRE (A) .
» distanceFromPlayer > 6.
O Shoot K& ¥ # £ Patrol IRE (B) .
» 1sPlayerVisible == false.

H1El, RESMERCLERETE, BIPRFERSEKZ FARRHEMBEA. b,
Pl AR 2 E ik %E, AREHUR = 4b 38 H Ah(H .

2. BIRBEHSE

EiE— PR ZAET, HAERB —TFZili Rl REREWE. ¥ Fy%E, i
A FEBCE BT IR HY DemoScene 3L . oA, XREBONmEiE, HXBE THREME
HAF UL S KL se g e i, 12 744 EnemyTankPlaceholder Tl B 4 {445 B % 24137 5t .

iy, BB EE 75 EnemyTank XM ZANHM, RN, 35 07 BRI E 4
& H1 ff] NavMesh 1 NavMeshAgent #H4T[E Bl . 4 7 RIEW B 6 E#IZET, 480 & 40
BIAS AT Bk o oAb I BEOCTE Animator A, H 38R 2 6T 6 B IR S LRI 3h 4% 6 2% ) .
UL, fERATIESEERIEZ AT, TPRPRSHHE R E T HITAE S .

PRULZ b, EFHE X I KA G ALRF, %A #E ®, PlayerTankPlaceholder i
BHAM . RUTEHTHE SAFHELAN, iz E R SUAMBAGthas 7 &THY,
LATERAE AT R H T LL28E . Xk, AT R R R, TS SRR

B )5, 5 %) EnemyTankPlaceholder 7 %%} % s M0 9 4144, ED TankAi.cs B4,

GRS T A BB E R IRN Chapter 2 XHR N, T ZMA G, A ZE
anF s

using UnitvEngine;

using System.Collections;
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public class TankAi : MonoBehaviour |
//General state machine variables
private GameObject player;
private Animator animator;
private Ray ray;
private RaycastHit hit;
private float maxDistanceToCheck = 6.0f;
private float currentDistance;

private Vector3 checkDirection;

//Patrol state variables
public Transform pointA;
public Transform pointB;

public NavMeshAgent navMeshAgent;

private int currentTarget;
private float distanceFromTarget;

private Transform[] waypoints = null;

private void Awake() ({
player = GameObject.FindWithTag("Player");
animator = gameObject.GetComponent<Animator> () ;
pointA = GameObject.Find("pl") .transform;
pointB = GameObject.Find("p2") .transform;
navMeshAgent = gameObject.GetComponent<NavMeshAgent>();

waypoints = new Transform[2] {
pointh,
polntB

)i

currentTarget = 0;

navMeshAgent.SetDestination(waypoints[currentTarget].
position);
)

private void FixedUpdate() |

//First we check distance from the player
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currentDistance = Vector3.Distance(player.transform.position,

transform.position);
animator.SetFloat ("distanceFromPlayer", currentDistance);

//Then we check for visibility
checkDirection = player.transform.position - transform.

position;
ray = new Ray(transform.position, checkDirection);
if (Physics.Raycast(ray, out hit, maxDistanceToCheck)) {
if(hit.collider.gameObject == player) {
animator.SetBocol ("isPlayerVisible"™, true):;

} else {
animator.SetBool ("isPlayerVisible", false);

}

} else {
animator.SetBool ("isPlayerVisible", false);

//Lastly, we get the distance to the next waypoint target
distanceFromTarget = Vector3.Distance (waypoints[currentTarget].

position, transform.position);
animator.SetFloat ("distanceFromWaypoint", distanceFromTarget) ;

public void SetNextPoint () {

switch (currentTarget) ({
case 0:
currentTarget = 1;
break:;

case 1:

|
o
T

currentTarget

break;
}

navMeshAgent.SetDestination (waypoints[currentTarget].
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position);

}

gl

|

L]

17 ERA A SR O e ek, PRI HIhamEA%E %, Wbk
GameObiject player: 7RIt 5 AL FF il B 417951 H
Animator animator: &%y H A &%, b S T ATa &R AeNL .
Ray ray: fF FixedUpdate ¥, H TRy likm e s .
RaycastHit hit: 7 % 28 #4511 o 75 21 i il 41 (5 8 55 B
Float maxDistanceToCheck: 1%1F 5 IR 2 AL % # b 82 B A6 NAE R — 3. 5E
br b, AR Br K iR B . FPRILZ A, BRI R TA I H 24
O Float currentDistance: 7~ ABH0Z A S ATECT H 57 2 ) 19 25 57 R 2 .
FiANE 2R T b, e EmELTie. X—REE—RHATEIRES.
Awake HiEA[ GG MM AX M EBFEER G H. B, EARZZELRAHEH A
public %Y, 8L K H[SerializeField]AT 48 @ %, il &F aFHT I HE
FixedUpdate 75 i8¢ B W, FCHS ) 55 — &6 4 A 25 3R B Br 20 RARG 38 5 (] () B
B . HAPRJFRE animator.SetFloat("distanceFromPlayer",currentDistance) ¥ 43, 1% J7 ik
A R A BE B AR IE E RSP E XS HP. RN EERrEAIL, W
HiAe i, f£i% Boolean KA iR 45 . A )5, A9 i% E distanceFromTarget
o, DERESEATIRESE A .
AHERIR, ACH5 H 5 K RS A CRPREPALE 3, AL E RS
s 8, HBRENRTLELRAE.

3. BAHMITIERIR

BRI R, B 7 LR 4, BT HROEHEREFEH. ZidEa
il FIREYL (BRSSP HPREID Batimbl . ¥I82F, XZ—#B&E4A
MECLER R, MARFIR AT RER D RENTFIRE . HXW 480RE], Patrol REGEH
MFRE, WBELHEAIFRIT 1A, i, BARIRNEERNRITHMNH
PRl . [LIX—REAT AN, TFTEHRXEZRRSH.

B, ATaiEAm T A XA R — FIRA, BEJSiEE Create Sub-State
Machine. 7% £ |3 A7 () JR 46 Patrol IR7AS UL K 4 30 EHE, w3 Patrol R A4 0 % 5612

OC0OO0OOCO§
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T RA T, I H A AIE. 4 Patol REMHE TRE LM, HEHA—A
+HRIR, XRRE A —DREFHEMN T —RE. HIEA Patrol RERS, B FRE
KRN ZRE. FREGERFAOML, BADBRETIER, 0E 211 Fiz. b
5 AT % TR & 6 4 A Patrol.

& 2.11

Wi & — TSR N ZRES, FATHANBIR —FHEANTIRES . ik, EF
RES S PR AT . Hd, Patrol IREEEZFIE “(Up) Base Layer” 15
Moy Kb BRI S REVTER E—F 2 MF&ERE. Fo, Entry REN
HZE#EZ Patrol IRE .

WM, ZXFAFRIJANRIEM TSR — ZLBERASAAR, B EEN LIRS
BEHRE GRS, HHEH#HITEYHRE. 5%, TEFRENELHRESN
PatrolEntry; H.IK, & Eif— DM ¥ e, Mt Entry IRER, N 25 E
RIFEBN B LA A B, RERPR— NS, ik, afEE g RErR
N—VIRE, B 7 =@ M~ 4RAE, Bf MovingToTarget fil FindingNewTarget. Bifi /5,
A] {£ PatrolEntry 5 & FriRAEZ BIGIE — N, K0, ENERMIRE AR
4, R MovingToTarget tKA 5 FindingNewTarget AR A 0] ¥ #e, ez iFsk. it
b, &7 A N4~ distanceFromWaypoint [ float 2%, FEHIaE T %) &1
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Q PatrolEntry RA&# %2 MovingToTarget KR35
» distanceFromWaypoint > 1.

O PatrolEntry 1R ¥ % FindingNewTarget R4 :
» distanceFromWaypoint < 1.

O MovingToTarget 1K % % #: 2 FindingNewTarget K75
» distanceFromWaypoint < 1.

VL AT e 27 A R BE i« DR A ASAE T H A5 AR & I MovingToTarget YR 75 6] I - 2%
—REEN ? HIERET, ¥ aERENIT ARTRE, FTHEEINEAN
MovingToTarget JR&, H PN LM% AF. Xk, Pi%E+E FindingNewTarget JR & I
MARE—4T A, Bl H a7 % N SelectWaypointState.

EFR, fTIFHBMA S, #ERER OnStateEnter 2 72 #7775, FHE N T %1 1k
HE T -

TankAi tankAi = animator.gameObject.GetComponent<TankAi>();
tankAi.SetNextPoint ()

LR AF B EIREE 7 TankAi BIAF 5] B, I 6 0 8 FH H SetNextPoint() /7% -

e, EFEHEEL N EZ. SRS HFRAEHEE ZEZFER, ANHE
[1] “(Up) Base Layer” ARZ&# N5 PatrolEntry R AH A 8 &1 . X272 Any State (I1E
MZ—, BIXFAERCIRASE W #, B EIH B p Sk %04. Bk, Ao
FIRAELE “(Up) Base Layer” IRA& A A M¥#, BT R Any State Fhn— R B 0] . AH
N, BIFE Any State 5 PatrolEntry Z [RJZS N —%6#:, JF4F*F “(Up) Base Layer”
WEXKH S Entry WEHBIE KA. XaJ A —F3RE T E, HILEEE Any State
1 “(Up) Base Layer” JIRZ 2 8] 3E47 & # . -

1 ERRIES R, MMEFREVLWE 2.12 Fix.

4. iz

HEMES RIBETERF, FEER T HwERMAMEE SEMEZESRE. mBEEIEK
AR E T8O ) Ae b, B R] SR B3 ) 9% AT A M Patrol RAEHEZE

Chase ‘R JIEBHHEE, 8O7HE B B XIR A E Patrol RAE. EEIFEHE,
Chase KA R Shoot IRAFF R TSI, 2 3 Tl tbinbLlidtid .
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At Al 7R, HRASEMERUNRE RS . WA, AEN
Al ARG BB ILE LS, PIMERYNLE. SUTAANE. SO AEREA
TECF M A WG H A% . NPC 9 Al 76 &R T H M BB RIUE S, R3% K
58, Al fAEOTHEEFPATHZE. R ATRZ 2BHEE, ATAETERSE
B AR RAT N, Blinia B R M R B . AT RS RERATEENBIME,
B oI E IEW A PR M . OGRS AT /E YouTube LR AT B4R, JLra]
B E Al AEFEEBET N, BIMER AAA JR A Z IERETR .

ofit, IR EE S U e UE. FIR, [EHEE SR B TR
AR AED , AT 75 Rt 50f L REAT 97 i o A FH X A% B R ST SE B 5] A MR i BETH R X,
Je e A 45

QO ERERAGHEEANE.

Q RAEMNREEASFREERRS.

Q  dpfar i A TR e A T R Y JE S X R

3.1 KRR BR& R4

Al BRI RGEDGE . Wi 2 2R RS, HUAMREESGRMNE . FiFR
AT LIRS T, A3 RARYE B Fr R 1 f A 0 ) a2 2 555, I 38 3ok J8% R 2R 4 33 17 ) K

EANERBRAM SR N, ZREC TP, BP Aspect F1 Sense 4115 .
RE R G 18 F e B b, By MESREIE. flhn, &8+ i R %04 3
ST AR R B, BT R R RN B 7 S A T RS KR B bRsEfE .

FEX AT RG], X TELIMEEARAE, BIFRIE Scene MEARE D, it
HAh B E XAERRGE TUEM. Boh, Wik RG]0 F AT WE, mE Al
MOEERERMA, WFHERTHEMNABNE. Ko, @it Eam R%, fifaxtiE
B AT FIlr, HE 2 W MRSt REKRS RS REE T PR
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Aspect K.

3.1.1 R

ES 2 EHRRMAN RS, SHE T EENRIFETMERMUITEEw. L,
PRI Y2k B T AR s . NG AT HL8 Unity B9 —MeetE, FFRALERAE 5 H 4
(RS SFIBESE 5 1a) MR R . RAEZ 75 0] & 8 b B ek il o 5, (H3 T
KEHLAMS, LB RSB TH RS AT R @RE . — AT LR AN
H, wmAE 3.1 Fras. Hob, PEAETHEA R R, HFRIE IR R SLH N 2D 8.
3D HEE.

A 3.1

B 3.1 R T AHEARIX — M. Hd, MHERGE T A RAOWEE S CBRAEY) ;
Bl S A AN W Ao, A S B AT BE R T PR, BP A 3.1 P AR (X 0

HER (R SC B AT FE A 2 A (O A A2 00 25 5 2 A O SeARE Y CREDLAR S ML R 48D A —
e . FEm RS R, FEN AN RER S WM T, I 72605 55 & A
X, M S, &A% B SR RN AR AL RS T UL . Hd, 243
HE AR B R 10 K, HAL B 0, SO b BATEL, R 0 0 $2 6% ) th
Gl
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3.1.2 ETFIKARIATTE. BREFIRT

BR A U A2 5 Al BE DA B MRLBE B — TR B, M AU BT K. B, X TR AR
g5, WREERONEAE, MEEEAMM, & (WE) NWEHRE. Mk, Fra
AT AR SR A (S SR E B o R, iR ARG AR A RS, H
B B T 5 BRI ) P T B Rz Ah, AR AT AR X T 3 Ao SR REER A ) RS AL
B, &R i B ARG R G

B 3.2 B 1 BRYE DA S A X R 5 g R R A 8] 1 3E BC 77 5K

& 3.2

RUTHI ARG, MIESEMARG A FIEE R, oFHENE LML EMS, arxfE
X R R E A AR AT R . o, HRRMIESREZ BN, B AR 5 R
FHAE

3.1.3 # Al

F AR RAT U ) 5 R BEAR SR RS B, S kI Boh i HA se ik, X
oA — R KK TR, (HWHER 7T B ERE.

CEHFR A, AT F AR i RS AT A B, WTRIA 0~100 P ol R
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ABUEK KA E . A E AU R RS BIFHIE “ER T BB, R BV ) i
BHERZHE. not, EFAEETAERRFEHEMHEE R TEERERMES, H
AR 5 AR5 S bR 5 .

3.1.4 RHAARFEAIEIFH

EiR AR 7R R AR AT, EIR R R F R
ity 28 A B R AR ESR R, ATt B AT & A Bltn, Al R B A A R
RN, B SRR 7S R R A R4

32 M 2 B =

FHCRX RN R AR TR E, HhE RSN R, EEMRU AR
fibAH R X R, FFLAEMBREAE, Hhads.

Q  GUEEAIFIEES AL M EFFET M AR ML, B2 &% % Obstacles F

P EITE

Q @A FifE A .

Q  Hn—AA e IR e 5t

BRUCZ Ab, R — N R 50 0 30 e B R N B 5 i 68, DA% — /N B 10 ST 7 4
fEN Al fate. [ERf, @il Target M R ERERN REG RSP RTHAAE. BLNS
FERGEHME 3.3 s,

3.3
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FHEAHFTEZ St BEALE G 50 5. AL A 6 UL, & =24 38 0~ i i RT
tEiZaplh, AN SIASENFE F . Bf, ERNAFMEIL#TESHAE, HE
B 40 B 3.4 Bit 73S 14D 35 B 166 16

&l 3.4
FrEEARBMRTEE)E, FTHEEHETR, AL fAEURBIE A GRNSHERE.

3.3 4A|FEIMEKE S

Target Xt R 5E ORI A M ERAXT R (HEAHMEEL) . [, BEeE—/ 5
YeUR, FH{EHRINN Target X R TR . ARSI T ch i 8, 34 %
R E SR ER .

Target.cs 3CAF W1 F Fr7

using UnityEngine;

using System.Collections;
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e

public class Target : MonoBehaviour |
public Transform targetMarker;

void Update () {

int button = 0;
//Get the point of the hit position when the mouse is being

//clicked.
if (Input.GetMouseButtonDown (button)) {

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition) ;

RaycastHit hitInfo;
if (Physics.Raycast (ray.origin, ray.direction, out hitInfo)) {

Vector3 targetPosition = hitInfo.point;
targetMarker.position = targetPosition;

}

AL T ER ZH A E E Target AR L, {EEHRT, "HFHBK T targetMarker
AE. AN, A TR RARR S, TGS R R B AR 3D
6] NI BB bR T, T Target X R E FH £ 5 b % S 4.

3.3.1 EMitxiBm

BFE R RN 2 ERAKGEREEE, Se TR ZaREHE, FES
AT £ [R) P AT Rk 38 4G I A A R A R 0. ik, PR ARAE Player IR 724 8T H 553 % .

e X RIEIL PlayerTank BIAHEAT F 0, BB 3t S CLSTEN . 1% ) A< 452 Ui 3 1]
ERTE RO E, FFEEILEH bR AR A .

PlayerTank.cs 3Cf4 5 B{CHS 40 F i

using UnityEngine;

using System.Collections;

public class PlayerTank : MonoBehaviour |
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public Transform targetTransform;

private float movementSpeed, rotSpeed;

void Start () {
movementSpeed = 10.0f;
rotSpeed = 2.0f;

void Update () {
//Stop once you reached near the target position
if (Vector3.Distance(transform.position,

targetTransform.position) < 5.0f)

return;

//Calculate direction vector from current position to target
//position

Vector3 tarPos = targetTransform.position;
tarPos.y = transform.position.y;
Vector3 dirRot = tarPos - transform.position;

//Build a Quaternion for this new rotation wvector
//using LookRotation method

Quaternion tarRot = Quaternion.LookRotation(dirRot);

//Move and rotate with interpolation

transform.rotation= Quaternion.Slerp(transform.rotation,
tarRot, rotSpeed * Time.deltaTime) ;

transform.Translate (new Vector3(0, 0,

movementSpeed * Time.deltaTime));

}

FRHANHATHENREE, B35S ERTHEESRSTHHAANZ.

MAZEOLE LA B E, HEHFHBmARAR. YHARFEENSE,
R R Target Xf R0 ¥ targetTransform A5 .
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’ 3.5
3.3.2 SKIX Aspect £

FTHI %2 Aspect.cs 2, 1ZEAMxTFH #, HMNAE T —/4H aspectName (A H
Bk, XMRAZFTHLSMAERE. 4 Al AaHEDREA RN, &Et
aspectName Xf HBEfTH M, HMAEH L5 R Al fEFE I H .

Aspect.cs X0 T Fr R

using UnityEngine;

using System.Collections;
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public class Aspect : MonoBehaviour (
public enum aspect ({
Player,
Enemy
}
public aspect aspectName;

}

AL vz A S B o 0 v oot Rk TS E, I aspectName J& 14 ¥ B N Enemy,
P 3.6 Fios.

& 3.6

3.4 Rl Al AL

Al G LAREALT M 7ED b @i, R & FHmARa RS
O MARGEERTAGREGAZT T RGEEULGRERN.
O MERGRNETAERE S AR ™ AR, JHaE X4 Al ff.

G prid, BLEKB A E T Enemy X &R, [ 24 505K 3H vw AW BB, b i kA
AGHHPfhX .

Wander.cs A0 F s

using UnityEngine;

using System.Collections;

public class Wander : MonoBehaviour |
private Vector3 tarPos;

private float movementSpeed = 5,0f;
private float rotSpeed = 2.0f;

private float minX, maxX, minZ, maxZ;

//Use this for initialization
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void Start () {

minX = -45.0f;
maxX = 45.0f;
minZ = =-45.0f;

maxZ = 45.0f;

//Get Wander Position

GetNextPosition():

//Update is called once per frame
void Update () {
//Check 1f we're near the destination position
if (Vector3.Distance (tarPos, transform.position) <= 5.0f)

GetNextPosition(); //generate new random position

//Set up quaternion for rotation toward destination
Quaternion tarRot = Quaternion.LookRotation(tarPos -

transform.position);

//Update rotation and translation

transform.rotation = Quaternion.Slerp(transform.rotation,
tarRot, rotSpeed * Time.deltaTime) ;

transform.Translate (new Vector3 (0, 0,

movementSpeed * Time.deltaTime));

void GetNextPosition() {

tarPos = new Vector3 (Random.Range(min¥, maxX), 0.5f,
Random.Range (minZ, maxZ));

}

= Al &35 407 B ARG B A, Wander A4 4 OB O BENLAL B , B )5 , Update
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FiEE RO, HERBAEBGERITE. ik, FEHLEEREREE Al
fate b, WmER ZAEESRPTE.

3.5 4#£J% Sense %k

Sense 2E N ANBM ARG HED, JFFELHMEE B ARG T AL . ZKE
YT EANEE i, Bl Initialize #1 UpdateSense fik:. WK HIETE H & EM R4 5L
L, JF{E Start Fl Update /5% F LATAAT -

Sense.cs X fF T Ay s

using UnityEngine;

using System.Collections;

public class Sense : MonoBehaviour (
public bool bDebug = true;
public Aspect.aspect aspectName = Aspect.aspect.Enemy;
public float detectionRate = 1.0f;

protected float elapsedTime = 0.0f;

protected virtual void Initialize() { }

protected virtual wvoid UpdateSense() { }

//Use this for initialization
void Start () {
elapsedTime = 0.0f;

Initializel();

//Update is called once per frame
void Update () {
UpdateSense () ;
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1% 0 B A B M AL IS AT R AR A AR I R, DRI F RN B E AR . R
B, AN R S ET X REEATHEE -

3.6 M L fk

P00 B B FRR WA 2 HAR R G TS LA iGN . MR B, ZR
Gelg AT R E ERIEAT N -
Perspective.cs 4 W1 K Fran:

using UnityEngine;

using System.Collections;

public class Perspective : Sense
public int FieldOfView = 45;
public int ViewDistance = 100;

private Transform playerTrans;

private Vector3d rayDirection;
protected override wvoid Initialize() {

//Find player position
playerTrans =

GameObject.FindGameObjectWithTag ("Player").transform;
}

//Update is called conce per frame
protected override void UpdateSense() {

elapsedTime += Time.deltaTime;

//Detect perspective sense if within the detection rate

1f (elapsedTime >= detectionRate) DetectAspect():;
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//Detect perspective field of view for the AI Character

void DetectAspect () {

RaycastHit hit;

//Direction from current position to player position
rayDirection = playerTrans.position -

transform.position;

//Check the angle between the AI character's forward
//vector and the direction vector between player and AI
if ((Vector3.Angle(rayDirection, transform.forward)) <
FieldOfView) ({
//Detect if player is within the field of wview
if (Physics.Raycast(transform.position, rayDirection,
out hit, ViewDistance)) |
Aspect aspect =
hit.collider.GetComponent<Aspect> () ;

if (aspect != null) |
//Check the aspect
1f (aspect.aspectName == aspectName) {

print ("Enemy Detected"):

BEAb 7 ESC B Initialize M1 UpdateSense 7772, JF7ESC Sense 2] Start 1 Update
TEFHVH . BiJ5, DetectAspect FiEE MBI AT MaT HmE f3%MA. mE
TG EAN, JRIEE A ERN —&tE, ZERAKERLRR 0T W
BE. RS HAL KA BT, Raycast kiR [, BRILZ 4, BERN B R4 4 &
HAaw. BXF, BMERAL Tl WIEE A, Al f1 R TS 2R T 15
BB
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OnDrawGizmos 77 {2 H 4% ¥ 1 f W0 WL BE B8 42t B 2%, k] 76 U X0 78 o vl 7 4 48
SE AR AL M EME. MMM, A ZMASET Al AL, R E R

2%~ Enemy.
ERITEN B EAFEN T RS-
void OnDrawGizmos () ({
if (playerTrans == null) return;

Debug.DrawLine (transform.position, playerTrans.position, Color.

red) ;

Vector3 frontRayPoint = transform.position +

(transform.forward * ViewDistance);
//Approximate perspective wvisualization
Vector3 leftRayPoint = frontRayPoint;

leftRayPoint.x += FieldOfView * 0.5f;

Vector3 rightRayPoint = frontRayPoint;
rightRayPoint.x -= FieldOfView * 0.5f;

Debug.Drawline (transform.position, frontRayPoint, Color.green);
Debug.DrawlLine (transform.position, leftRayPoint, Coleor.green);

Debug.DrawlLine (transform.position, rightRayPoint, Color.green);

3.7 Ak W R %

A HESLIFEA RSN R Touch.cs, HIrF LA FHIT AT LB E
XEAR, ZREEHMA. [050 Al AEEE T EARmEEAME, I IsTrigger Fric &b
FRERE.
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220 4 (8] 7= e Wb A R, T S S B B fih %2 ) OnTriggerEnter 944 . % [ 3| 4H 7 SC {4
BE TR AMPAEAL, RS Al fEMBsOH WA 2 B = AR, e
G| < fill 1 =5 1F

Touch.cs A RS 4 F By 7 :

using UnityEngine;

using System.Collections;

public class Touch : Sense {
vold OnTriggerEnter (Collider other) {

Aspect aspect = other.GetComponent<Aspect>{();

if (aspect != null) {
//Check the aspect
if (aspect.aspectName == aspectName)} {

print ("Enemy Touch Detected"):
}

}

Bl 3.7 o T L TR B B i fid R 2

& 3.7
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HAEmE, B3.7 8xn 7 HTEWMIERER. 805 Al far) kA, & 3.8
ST Al Attt .

A 3.8

OnTriggerEnter J7i%Vy o) HoAth Be B SeA i H ARZLEE, M43 EARLHRET N
ATAEMIFHBIR. 8 TR, AR WAl RERMNB ET B 4K, &
KERIHE A, AT — B Se AT R, BlmIt R My, EHTEE. Wt
FATN.

3.8 M X 4 %

L R if], ATFE Unity 3D RS S ATHER, JEEE AT 6 (AbT AR A)
MHOZHEIBuR T . X Al A5 505 8 5w, R EERGHES O EF
“Enemy touch detected” 45,
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&K 3.9 5on TR RGN Al EAX R, HEEHTTBIR. &R
FHEHE AL, W4£ 275~ “Enemy detected” JHE . MBEHRZTIETESR
mEERE O, WeEEFHRLH TR, HERAETF, OnDrawGizmos 5iAfE Scene
2rp i CASEHR

39

39 K & ) 4

EEXTilE AR AL, AFAYPTRMARS, HLH T Al S MihsE 245, Ho,
MARGATMARAE Al RETPRERG P M NE, H T4 E1T7 IRE 42
FE R IERAT M. B, H[E0 BT e TMELEHEA, fTFH FSM ¥ Patrol
W& BN Chase IR Attack JIRA . 28 6 T4 04T A4 2 FH i At g .

5 4 T HE Unity3D H I BESETI /7%, LR Craig Reynold #4575,
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MTEZEERER AL fifam S, HREREGIE —RBEAREMIT N & E2E
B, AFPTLHAFET A TRESREM, &40 W0 %A EEH & SEEH i
EHXRIFBEERME. BRIz, B[R R IFRTE kE M H g, ik, 4.2
HRHT I A*EIE.

REFEW LU FHNA:

Q RPN,

O HEXA*FREEERHATLIATE.

O  Unity 9 N 21 NavMesh.

4.1 3 12 3k 3%

B AT — OB I EBE R BE ML A, Wi, AT E 4.1 s R R 4R,
FEAE S 5 R SR T 4% B 2 T I IE 3
PN, 17 7E 2 Fh 7 T # 2 i #g 42
AU SEI —KBAREH A R. &
Path.cs JI A SCHF e, B8 A0 B K A7
T8 Vector3 W, T b J5 7 4 4
P FELRAMERGSE, Zd B
Mk, —FhAliE H ERB TR R
PN ERERS R SHEEEE W
TR E BT T S S S S T o E S S R = B
WHERE, HIXEH TABERIHEIEE.
HHl, EBER R AHEMENEL, H
mF TR SE B,

H7%G, AT HEREE, Hin w4 1
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H

Mg A Ay, wmE 4.2 .

b S8 B R A A S 42 B K Point A AR EE, W1/ 4.3 PR,

4.2 & 4.3

43 ERTOBBEMTM2SME S, HawmoEeEo 52 debug mode Fl
radius. #71£FF T debug #30, WAL BRI EAERERE OB RHELIEMLLZ
iil] . radius BYEX THERELAM SR AIAN—NEEE, S0 T ZE20EA,

A G501 % ] B B0 R 0 B 4. 7B S B B0 ONE A B O R A

A T X — i [~ 4
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bt} B 12 BREE AR RARGE T —Fh B RO R
411 BRIZHIZK
Tl £ 2MA S, & AT ERT RIEKRZ. Pathcs ST F FiR:

using UnityEngine;
using System.Co